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Abstract—This literature review explores the background of
research for an experiential learning project in Buddhist religious
education through virtual reality simulations of the Swoyambhu
Mahachaitya temple in Nepal. This review will outline the
principles of Experiential Learning Theory (ELT) and then
delve into the role of virtual reality experiences by looking at
global applications in medical training, design software, and early
childhood safety education. This synthesis aims to contribute to
the ongoing dialogue on enhancing educational practices and
curriculum development in religious education.

Index Terms—experiential learning, religious education, virtual
reality, cultural competence, immersive learning

I. INTRODUCTION

In an era where technology and education converge to
redefine the boundaries of learning, for better or worse, the
question is not whether novel tech will transform education
but how, to what extent, and what we can do about it.
Imagine stepping into the ancient walls of a Buddhist temple,
feeling the intricate textures of the walls, and hearing the
echoes of chants throughout the space — all without leaving
the classroom. This is not a distant fantasy but a tangible
reality with the advent of portable and powerful virtual reality
(VR) technology such as the Meta Quest 3 Head Mounted
Display (HMD). Virtual reality (VR) refers to a process of
mental transcendence into artificial, worldlike (3D) virtual
environments using immersive technologies [1]. As we embark
on this journey through integrating experiential learning and
new techniques in site photogrammetry, we will explore the
potential of VR simulations in a realm where distant sites are
a headset away. This paper seeks to explore the transformative
potential of these techniques that bring to life the rich tapestry
of religious diversity and complex skillsets, challenging the
traditional confines of education and setting the stage for a
new era of immersive learning.

Throughout this review, we seek to draw upon formative
works, including those by Kyaw et al. [2], Gleason et al. [3],
and Li et al. [4] to explore the implications of employing
virtual reality (VR) and augmented reality (AR) in education.
We will also draw upon the work of Kolb [5] and Smith [6] to
explore the theoretical underpinnings of experiential learning
and its implications for religious education.

The significance of this research lies in its potential to
address longstanding issues in religious education, particularly

in the ability to move past a purely cognitive understanding
of the subject and into a more contextualized, nuanced expe-
rience. As noted by Smith [6], experiential learning theory
(ELT) provides a framework for creating a more inclusive
learning experience. Furthermore, studies conducted by Garcia
Fierros et al. [7], Vaughan et al. [8], and Gomindes et al. [9]
demonstrate the efficacy of VR throughout various educational
contexts, suggesting that VR can be a powerful tool for this
endeavor.
Some of the objectives for this work are to:

o To examine the foundations of experiential learning
and its application in enhancing the educational explo-
ration of religious sites [10] [5].

« To evaluate the effectiveness of VR technologies in fa-
cilitating immersive learning experiences, as evidenced
by empirical studies throughout various educational con-
texts [2].

o To explore the practical implications of integrating
technology with experiential learning in academic set-
tings, focusing on skill development and cultural compe-
tence [4].

o To identify challenges and opportunities presented by
using VR in religious education [11] [3].

o To propose a framework for the research in enhanc-
ing Buddhist education through VR simulations of the
Swoyambhu Mahachaitya temple.

This review aims to synthesize current findings, critically
analyze the interdisciplinary work between VR and religious
education, and highlight the implications for educators, cur-
riculum developers, and policymakers seeking to enrich edu-
cational experience and outcomes in diverse learning environ-
ments.

II. EXPERIENTIAL LEARNING THEORY

Experiential Learning Theory (ELT), invented by David
Kolb, is a four-stage learning cycle emphasizing the impor-
tance of experience in the learning process. The four stages
of this cycle are reflective observation, abstract conceptual-
ization, active experimentation, and concrete experience [5].
This framework provides a robust foundation for building and
integrating a learning experience into the classroom, making
it particularly relevant for subjects like religious awareness.
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Fig. 1. Kolb’s Experiential Learning Cycle

J. Goosby Smith’s work, “Abstracting The Concrete,
Concretizing The Abstract: Reframing Diversity Education
Through Experiential Learning Theory,” further explores this
concept through the lens of Western diversity education.
Smith critiques traditional approaches to diversity education
for their reliance on the earlier stages of Kolb’s learning cycle,
which focuses on abstract conceptualization and reflective
observation. Smith argues that these stages are insufficient
for developing cultural competence, as they fail to provide
students with the concrete experiences necessary for under-
standing and empathizing with diverse perspectives. Instead,
Smith advocates for a more immersive and participatory ap-
proach to diversity education that exposes students to diverse
perspectives and encourages them to engage with and reflect
on these perspectives actively [6].

Integrating these ideas into a VR experience offers a few
compelling advantages. Firstly, it allows educators to move
beyond didactic teaching, providing students with dynamic
environments to engage and reflect upon material actively
through a pseudo-lived experience. Secondly, by emphasizing
the importance of concrete experience, ELT encourages learn-
ers to critically examine their own beliefs as it becomes more
difficult to ignore the lived experiences of others when you are
all but physically placed into their shoes. Finally, applying ELT
in this context helps address modern paradigms in education,
such as critical thinking, empathy, and the ability to navigate
complex social landscapes [10].

By emphasizing the importance of concrete experience, VR
can provide students with a more immersive and participatory
learning experience, allowing them to engage with and reflect
on religious material more dynamically and interactively. This
approach can help students develop a deeper understanding of
religious concepts and practices and a greater appreciation for
the diversity of religious beliefs and traditions.

III. VR AS AN EDUCATIONAL TOOL

The Meta Quest 3 is a standalone head-mounted display
(HMD) that can produce high-quality VR experiences without
needing a computer or external sensors. This makes it an ideal

tool for educational settings, as it is portable and easy to set
up. The Meta Quest 3 is also relatively affordable, making
it accessible to various educational institutions [12]. The
previous model, the Meta Quest 2, has already been tested for
efficacy and, in some cases, outperformed its AR counterpart,
the Microsoft HoloLens 2, in terms of user satisfaction and
learning outcomes [2].

All this to say, VR has become an accessible tool to put
users into a hyper-immersive environment, making it ideal for
an educational setting where conveying ideas and the weight
of said ideas is paramount.

For instance, An and Shin demonstrated how VR could
significantly enhance early childhood traffic and life safety
education by providing interactive and engaging learning expe-
riences that convey these issues’ importance more effectively
than traditional methods [13]. Studies have also shown that
these technologies not only increase engagement and motiva-
tion but also enhance knowledge retention, skill acquisition,
and conceptual understanding—for example, Gleason et al. [3]
and Please et al. [14] demonstrated the effectiveness of VR in
surgical training simulations significantly improved trainee’s
technical skills and confidence, underscoring the potential of
VR to enhance learning outcomes in a variety of educational
contexts.

Another significant takeaway from the breadth of these
studies is that these solutions are globally viable, transcending
language and class barriers. This review cites studies from the
United States [3], South Korea [13], the United Kingdom and
Uganda, Australia, and Canada [2]. This global applicability
is particularly relevant for democratizing religious education,
as it can help students develop a more nuanced understanding
of religious beliefs and practices worldwide.

The study by Elena et al. [15] offers a compelling insight
into the persuasive power of virtual reality (VR) as a commu-
nication medium, especially in contexts where compliance and
behavioral change are desired outcomes. Their research delved
into the dynamics of VR-mediated interactions, comparing
them to traditional face-to-face communication in scenarios
requiring persuasion. The findings highlighted VR’s unique
capability to create immersive environments that can signifi-
cantly influence users’ perceptions and actions. This ability
stems from VR’s immersive nature, which can engender a
heightened sense of presence and engagement, making the
persuasive content more impactful than traditional settings.
The implications of this study are profound, suggesting that
VR can be an effective tool not only in educational contexts
but also in areas such as health communication, environmental
awareness, and social change initiatives.

Despite its potential, integrating VR into educational set-
tings is challenging. Across the board, the most significant
issues impacting the efficacy of VR in educational settings
are willingness and technical complexity [11] [3] [9].

IV. CASE STUDY

While we’ve seen the different ways an immersive experi-
ence has its benefits, challenges, and transformative potential,



we can look at a few takeaways common to almost all of the
studies that can best guide our approach to integrating VR into
religious education.

A. VR as a Tool for Comfort and Competence

In studies where VR was used to teach new skills or further
practice old ones, there often was no significant difference
in learning outcomes between VR and traditional methods.
However, the VR groups consistently reported lower stress and
higher comfort from being inside the immersive experience [3]
[14].

Gleason et al. found that VR simulations significantly
improved trainees’ technical skills and confidence, which was
an extremely pertinent issue for the study as the trainees
were medical students who had a limit on how much time
they could spend in the operating room. By providing a
realistic yet consequence-free environment, VR allows trainees
to practice and repeat procedures, thereby reducing anxiety and
building confidence before performing on actual patients. This
psychological comfort translates into better preparedness and
performance in basic surgical settings [3] [16] [17].

Similarly, in sports training, the study by Skopek et al. [18]
highlighted VR’s role in reducing performance anxiety among
table tennis players. Through immersive practice sessions,
players could focus on skill development without the imme-
diate pressure of competition, leading to a more comfortable
and confident approach during real matches.

Furthermore, Garcia Fierros et al. [7] research on VR-
based CPR training illustrated how immersive simulations
could decrease stress among participants learning life-saving
techniques. The virtual environment provided a safe space for
learners to practice and make mistakes, which is crucial in
building competence and confidence in emergency medical
responses.

The case of surgical learning in low- and middle-income
countries (LMICs), as explored by Please et al. [14], further
underscores VR’s capacity to enhance comfort and learning.
By offering scalable and accessible training modules, VR has
the potential to mitigate the stress associated with limited ac-
cess to traditional surgical training resources in these regions.

The reduction of stress and enhancement of comfort through
VR applications directly aligns with the broader objectives
of our research, which seeks to explore innovative ways
to deepen understanding and improve skill acquisition in
religious diversity education. By leveraging VR’s capacity to
create comfortable, immersive learning environments, we can
potentially transform the approach to teaching complex and
sensitive subjects like religious diversity, making them more
accessible and engaging for learners.

B. VR as a Tool for Engagement

Another common theme across the studies was VR’s poten-
tial to increase engagement not through the unique affordances
of the medium but simply the novelty it. When Please et
al. [14] conducted their study training surgical residents in

VR, they found that approximately 80% of participants re-
ported that the VR component of the conference considerably
contributed to their reason to attend, even though they were
learning and practicing lifesaving techniques [14].

This novelty factor was also seen in the An and Shin
study [13], which was reported to be due to the age of the
participants. The study was conducted with children aged 5-
7, and the novelty of VR was a significant factor in their
engagement. Similarly, Kyaw et al. [2] found that the novelty
of VR was a substantial factor in the attention of their
participants, who were undergraduate students.

The implications of these findings are significant for our
research, as they suggest that VR can be an effective tool for
engaging students who otherwise may not have been interested
in the subject or harbored enough interest to visit these
significant sites on their own. By leveraging VR’s novelty and
immersive potential, we can potentially create engaging and
accessible learning experiences that inspire students to explore
and appreciate the rich tapestry of religious diversity.

C. VR as a Tool for Creating Memorable Experiences

The An and Shin study [13] found that VR was more effec-
tive than traditional methods in teaching early childhood safety
education because the VR experience was more memorable.
The study found that the VR group had a significantly higher
recall of the safety rules they were taught than the traditional
group. The students in the study were creating real memories
of the experience, which made the learning more effective
[13].

Under illiberal right-wing rule, the Polish Ministry of Cul-
ture and National Heritage has invested in creating virtual
reality films that depict significant events from Polish history
in recent years. The study by Kazlauskaité (2023) explores
the profound impact of virtual reality (VR) on memory and
perception within the context of Polish politics of memory.
It delves into how VR, as a "technology of memory,” shapes
users’ autobiographical memory, potentially manipulating their
self-perception, beliefs, and social interactions according to the
narrative created by VR developers. This research underscores
the dual nature of VR as both an immersive educational
tool and a potent medium for political and cultural influence,
making it a critical point of reference for understanding VR’s
capacity to create memorable experiences that extend beyond
traditional learning environments to influence collective mem-
ory and identity [19].

These findings, whether for better or for worse, show that
VR tends to create memorable experiences that have the
potential to shape our own autobiographical memory.

V. THE INTERSECTION OF VR AND EXPERIENTIAL
LEARNING

Integrating the ELT framework with VR technology with
advanced technology now seems to be a promising avenue
for enriching students’ learning experiences and reaching
audiences who would not have previously resonated with



the subject matter otherwise, specifically about religious ed-
ucation. The study by Li et al. [4] is a pivotal example.
Instead of VR, the team used an Augmented Reality (AR)
application to enhance religious diversity education among
elementary school students. Researchers conducted the study
in a religiously diverse area of Taiwan during the Lantern
Festival, a significant religious event. The AR application
allowed students to explore the festival’s spiritual significance
and cultural practices, fostering a deeper understanding of
religious diversity and cultural traditions. Their innovative
approach showed improved attitudes toward different religions
among students who used AR as part of their learning process
compared to those who received traditional instruction.

This aligns closely with the principles of ELT, which
emphasizes learning through experience. While not directly
referenced, the ELT methodology was evidenced through the
reflections conducted after the experiment, which showed that
the students who used AR had a deeper understanding of the
festival’s spiritual significance and cultural practices through
abstract conceptualization.

VI. FUTURE DIRECTIONS

Building on the success of studies and reviews such as those
by Li et al. [4] and Please et al. [14], we propose a framework
for assessing future research in enhancing Buddhist education
through VR simulations of the Swoyambhu Mahachaitya tem-
ple. The principles of ELT will guide this framework and aim
to address the challenges and opportunities presented by using
VR in religious education [20].

Here are some recommended metrics for future research
based on the findings of this review:

1) Knowledge Assessment: Pre- and post-intervention
quizzes are critical for measuring learning gains related
to religious diversity concepts through VR. Similar
strategies were highlighted by Mayer [21] in "Multime-
dia Learning,” which underscores the effectiveness of
tailored assessments in evaluating cognitive understand-
ing in multimedia learning environments [4] [3].

2) Attitudinal Surveys: Student attitudes towards religions
can be effectively gauged using Likert-scale surveys
before and after VR interventions. Petty and Cacioppo’s
[22] elaboration likelihood model, discussed in ”’Com-
munication and Persuasion,” supports using such surveys
in measuring attitude changes resulting from persuasive
communication, akin to immersive VR experiences. [2].

3) Engagement Metrics: VR session logs provide valuable
data on engagement, such as task duration and interac-
tion rates. Dede’s work [23] supports the importance
of these metrics research in “Immersive Interfaces for
Engagement and Learning,” which suggests that engage-
ment metrics can significantly predict learning outcomes
in immersive environments.

VII. CONCLUSION

This review has explored the transformative potential of
VR in religious education, drawing on the principles of ELT

and empirical studies to highlight the efficacy of VR in
enhancing learning outcomes and engagement. The findings
suggest that VR can be a powerful tool for creating immersive
and participatory learning experiences that deepen students’
understanding of religious diversity and cultural traditions. By
leveraging VR’s capacity to create comfortable, engaging, and
memorable learning experiences, we can potentially transform
the approach to teaching complex and sensitive subjects like
religious diversity, making them more accessible and engaging
for learners. The proposed framework for future research aims
to build on these findings and address the challenges and op-
portunities presented by using VR in religious education, pro-
viding a roadmap for enhancing Buddhist education through
VR simulations of the Swoyambhu Mahachaitya temple.

We are excited to see how this research will continue to
evolve and contribute to the ongoing dialogue on enhancing
educational practices and curriculum development in religious
education.
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